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EXCERPTS FROM THE ANTIQMMTIES ; TOUCH, ALMOST LIKE 
ie, BY KAYLA BIN-KKOOG. A NEW | SOMETHING 
LATION ANE orp rege -24 AN ALIVE, 


 iirza’s stone was the Aightstone,and 
he hid it from Alishra,. | 


| 
ITS SHAPED 
LIKE ONE OF THE = ' 
MW THRAN POWER CRYS- : |v =~ff ARE YOU 
L TALS, BUT ITS j | TRYING To 
DIFFERENT. Wil 
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I CAN DIRECT 
THE ENERGIES FROM 
WITHIN THE STONE BY 
MY VERY THOUGHTS. 
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BUT THE REAL 
QUESTION 1S, DOES 
IT WORK LIKE ONE 

CRYSTAL67 


Akishra’s stone was called the Weaketone, 
And it complimented him in beirg smooth 


and cool, even as 
Adishra was rosh and hot-headed. 


Te RE ee 
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THE WEAKBTONE'S CHARACTERISTIC 1S TO DRAW THE POWER FROM OBJECTS. URZAS STONE, THE MIGHTBETONE, 
POSSESSES THE OPPOSITE CHARACTERISTIC, THE INDIVIPLIAL STONES ARE HALVES OF A COMPLETE WHOLE, 
EACH INCOMPLETE WITHOUT THE OTHER, AS& WITH THE STONES, 0 WERE THE BROTHERS. LIZA ANP MISHRA 
WEKE SEPARATED BY THEIR OBSESSIONS ANP GREER THEY THOUGHT ONLY OF THEIR OWN/ PESIRES, 


NOT THE BALANCE OF THE WHOLE. 


iota cae Le 


YOUR BROTHER 


ANP IT HAVE Ee ; 


Py 1 THINK 

7 YOU'RE HAVING Wa 
DPIFFICLUTIES, 
BROTHER, 


i 


uRzA, THERE 
6 WO WAY I'M 
<a iy GOING TO GIVE 
PERHAPS IF YOU 4 FX YOU AWYTMWING. 
LET ME HAVE THE ame 
WEAKSTONE, I MIGHT = = 
BE ABLE TO HELP. ' 


ie YOU WANT 
THE WEAKETONE Y 
50 BADLY, ARE YO) 
PREPAREP To 
TAKE \T? 


INCE WEITHER OF 
YOU CAN SHARE WE WILL 
LET THE STONES PECIDE 

WHO SHALL POSSESS 
THEM BOTH, 
AGREED 


y 


ve 
cy 


THEN LET BEGIN. 
LET THE STONES ff 
PICK THEIR MASTER. # 


ENOLIGH OF THIS 
SQUABBLING. THIS 
HAS GONE ON FoR 
YEARS, AND I'M 
TIRED OF IT.,,60 TIRED. 


I ONLY CONSENTEP To 
THIG COURSE OF ACTION 
IN ORDER TO PLIT AN END TO 

YOUR BICKERING. 


drips from Mari Cabra claws. Howling packs of Wyrm crea- 
nd vanishi in fear into the Umbra. She smiles, and steps 
4 entered into a 


j diner — and greater triumphs — — await i in the Velvet Shadow, 


r world — the realm known as the Umbra. 


GE fans an entirely new level 
r Fs such as the legendary 


ye 


s stone was the jgnagtones a 
Adishra's the Weakstone. 
But Urza and AAishra, each Aotestned | 
to possess Both stones, 
Decided that a contest would best 
ecide the fate of the stones. < 


+ mmc 


“THROW 
away THE 
STONES... 


+» BEFORE THEY 
DESTROY YOU 
BOTH. 


After the struggle, Tocasia Jeft Argive for 
the Land of the Vead. 

And the brothers buried Tocasia beneath 
her school, 


WE CAN ONLY SPECULATE ABOUT THE CONTE6T BETWEEN THE TWO BROTHERS. THE NARRATE 16 WILITE REGUOING 
THE DETAILS, EXCEPT THAT THE VICTOR WOULD POSSESS BOTH STONES, A6 A RESULT OF THE CONTEST, TOCASIA 
WAS KILLEP AND HER SCHOOL WAS MOGT LIKELY DESTROYER, THE MIGHTSTONE REMAINED WITH URZA, AN? 
THE WEAKSTONE WITH MIEHRA, FOLLOWING THE PEATH OF TOCK6/A, THE BROTHERS CHOSE SEPARATE PATHS 
PATHS THAT TOOK THEM /N VERY DIFFERENT DIRECTIONS, BUT WHEN THOSE PATHS CROBGEP, THE CONSE- 


QUENCES WERE DEVASTATING. 


JUSTICE IS ETERNAL. IT'S JUST THE WEAPONS THAT CHANGE. 


47 & 48: DESERT JYHAD. ETERNAL WARRIOR VS. TERRORISTS. 
| BY JOHN OSTRANDER AND JACKSON GUICE. 
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After the struggle, Urza Jeft Mishra 
and the SchooJ of Tocasia. 
Urza went far away, to the City of 
Kroog, where the king 


HeJd a contest of strength to find 
a husband for the princess. 


EXCLISE ME, 
FRIEN?. 


IM A STRANGER 
TO KROOG, CAN YOU 
TELL ME THE REASON 
FOR THIS CELEBRATION?/ 


W THE PRINCESS. 
SHE 16 To BE 


LOOK, % 
THE KING'S 
COMING” 


CITIZENS OF KROOG. 
ITS MY PLEASURE TO 
ADPRESS YOU ON THIS 

TOYOUS ACAEION, 


IN THREE MOONS, IT 
WILL BE MY VALIGHTER'S 
BIRTHDAY, ON THAT DAY, 

PRINCESS KAYLA WILL 
BE A WOMAN. 


46 |§ OUR CLISTOM, 
WHEN A GIRL BECOMES 
A WOMAN, SHE MU6T 
ALSO TAKE A HUSBAND, 


COME UP 
HERE, DEAR... 
LET THEM SEE 
you, : 


SINCE I HAVE NOT 
ARRANGED A MARRIAGE 
WITH A NOBLE OF ANOTHER 
HOUSE, I WILL OFFER 
THE HAND OF KAYLA BIN- 
KROOG TO THE MAN WHO 

FABSES 4A TEST. 


ON THE BIRTHDAY 

/ OF THE PRINCESS, THERE 
WILL BE A CONTEST TO 
FIND THE STRONGEST 
y MAN IN ARGIVE... 


POWERFUL MAN COULD? 
MOVE THAT STATUE FROM 
IT PEDESTAL... 


AND THAT 
MAN WILL BE 
MARRIEP TO MY 

DAUGHTER. 


WHAT ARE 
YOU DOING 
DOWN THERE, 

uURZA? 


TWO MOONS, AND I 
NEVER SEE You. T 
HIRED YOU To FIX 
CLOCKS, NOT HIDE 
IN THE BASEMENT, 


"4 


MOMENT, Sl2... 
oe I'LL BE RIGHT 


I JUST NEEV 
TO FINISH 


ith the power of the Mightstone, Ur. 
built his Avenger 
And Urza found the first secrets on his 
path of fate. 


THIS 1§ THE FIRBT REFERENCE TO THE ARTIFACT CALLEP LIRZAS AVENGER, L/T7LE 1S KNOWN ABOUT 17, 17 WAS 
PROBABLY URZA'S FIRST ATTEMPT AT CREATING AN ARTIFICIAL WARRIOR. UIRZA CONTINUED THIS LINE OF 

iW) KESEARCH WITH THE YOTIGN SOLDIERS, OF WHICH WE WiLL LEARN MORE. IN THE NEXT STANZA, WE MEET 
| AAYLA BIN-KROOG, THE AL/THOR OF "THE STORY OF LIRZA ANP MISHRA." THROUGHOUT THE TEXT, KAYLA 
BREAKS WITH THE CANON8 OF ARGIVIAN POETRY AND NEVER REFERS TO HERSELF IN THE FIRST PERSON, 
SHE ALSO DOES NOT PRESENT HERSELF /N 4 WHOLLY FLATTERING LIGHT, THIS TRAIT OF HONESTY GIVES 
THE REAPER AN OBJECTIVE IMAGE OF KAYLA'S EXPERIENCE WITH LIRZA, 
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i . : 
STARTER DECK: 


Tzards 
OF T HE, COAST 


f | | af i] ) 
Urza went with his Avenger } it 
to the contest of strength. 


TODAY 16 MY 
DALIGHTER'S 
BIRTHDAY, _. 


| 


MAN IN ARGIVE SHALL 
ra WVE HER FoR HIS 
BRIDE. 


4 Y YOUR MAJESTY, 


I WOULD LIKEA 


A\\ 


A | x ld i a ee 
After the others ‘ailed, the King 
gave Urza his chance. 


‘WAV 


eee aan 


Boy, I VON’T 
WANT YOU TO 
HURT YOURSELF. 


Y YOUR MAJESTY, aw 
J STRENGTH ITSELF 16 ‘Lp 
NO GUARANTEE i 


OF VICTORY. ONE MUST 
| 7 4 ALSO HAVE 


Urza missed. his brother, and wished that 
Eat Akishra. could see 
1 How Urza's Avenger was more powerful 
than ten men. 
\ Lirza and Adishra were two hafves of a 
perfect whole. 


| 


Mishra. missed his brother, and 
wished that Urza 
Was with himon his Jonely path 
of fate. 


HOY! BASTAL 
HAVEC BUWWARD 
FAS? 


THIS /S 
A THRAN 
TOMB. 


ANP 
ITS STILL 
SEALED! 


“ae é 


AITED ‘D EDITION . 


ae 


TONGUE. J... QUADIK WHAT YOU VO 
OF SUWWARD | HERE 7 


UNDER SAND? 
4TUPIP! NO 
WATER HERE. 


&MOW WHO YOU'RE Z 
DEALING WITH.., 
TLL FRY 


THE FLESH FROM 
YOUR BONES, 


LOOK! FLESH 
ST/LL ON BONES! ]} , 
HA HA HA’ : 
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Under a cofd moon, AAishra. rened. 


| 
Y CREATURES... 
Mee MAE OF META 


Gi 
am 


Ay LIKE MACHINES. 


ZY Wo ARE 
T H 
nee YOU? HOW DIP 
i nie YOU COME TO 
MY REALM 7 


HOW ARE 
YOU ABLE To 
CONTROL THE 
BEAST WITHO, 


LEAVE THE P eye THIS 16 WOT 
BEAST ALONE’ f +N AAP PENING 
IT BELONGS gg : > | : ow |T MUST 

TOME! S y BE 4 DREAM. / 


— 


“Mishra. left the world of dreams, 


ond. was followed. 


| TA/S 1S ONE OF THE MOKE PUZZLING STANZAS IN THE TEXT, AS (T CONTAINS TWO MYSTERIES, FALLAS/ 
Hl RECORDS CONSIST OF KNOTTEP CORPS WHICH DEFY ANALYSIS, THEY FORMED TRIBES BASED ON A 
] RIGID SYBTEM OF KINSHIP, THESE INPNICLIAL TRIBES WERE ARRANGED IN A HIERARCHY OF POMIN- 
NANCE, WITH EACH TRIBE OWING FEALTY TO 178 IMMEDIATE SUPERIOR. OVER TIME. WI1SHRA WAS 
ABLE 7O CONFEDERATE VARIOUS TRIBEE LINDE HIS CENTRAL CONTROL. THE SECOND MYSTERY 
WCONCERNS MIBHRA'S DREAM! SIGNIFICANT, BECAUSE IT COLILP BE Oli E1RET INPICATION THAT 
VUSHRA WAS ABLE TO TRAVEL BETWEEN PLANES, HOW MIBHRA ACCOMPLISHED THIS 18 LINMICNOWN, 
NEUT 4 PLANESWALKING SPARK COLILP HAVE BEEN FANWED TO LIFE BY HIS ENCOUNTER WITH 


THE WEAK SI ave - 


CREATURE 
FROM HELL! 


of OVE ME THE X™ s 
I CAN STONE-- THE ONE 
S7OP YOU TOOK FROM 
IT? ME IN THE 
DESERT! 


THE BEAg 
REGPONDG TO THE 
WEAKSTONE,,. 
BON, Nap 
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Ja Crean 


ie 


Jeof: Who was involved 
with its creation? 


eof; Wha “my hol ies 
bane into play? 4 x 


Jeof: Was the sibling rivairy 
aspect based on any person- 
al experiences? 


Jeol; What are 


Tavorice Caras in th: 


favo 


Who are your 
Cnaracters? 


the much 
misunderstood 


! tog! 
he come about? 


c 
Sanat 


te 


~ 


eof: Looking back, is there 
ae oe yoy ould 

e? Any bugs that you 
ee should have been 


laytested the set 
‘than a month, 

. there are some 
looking back, we 
ave done differently. 
the set came out, 
alized that many of the 
cards affected artifacts. But 
back then, there weren't 
enough artifacts in the cus- 
tomer base for them to do 
much good. Now, with the 
release of all the expansions to 
date, the Antiquities cards are 
seeing more and more usage, 


Jeof: What would 


you like 
to see in the comics? 


Skaff: One of the things I'd 
like to see is a focus on the 
side effects of war, ee for 
the combatants, but for the 
people who had _ to live 


through the devastation. 


Jeof: How much does the 
Antiquities War really affect 
the world of Dominaria? 


Skaff: The war affects 4 
Dominaria in a very large way. 
Besides being responsible for SPECIAL SEPTEMB: 
the onset of the Ice Age, it is oe Leal ose 
during the epics we Avs @) 

t the modern study o A . poe 
the five colors ve A Magic: The Ga 
s they are actually ~~ a 
‘in the Magic: 


. 


the: 


reat for fans of Magic: The Gathering 
ng game—really able mob of today's brightest stars 
wn a ts from Wizards of the Coast—to bring 
Dominia to life. Each fully painted pag 
c: The Gathering Gallery #1 will revea 
the Magic fantasy universe. 
gic’s most popular characters and 
s, which can be used in actual Magic 
els. The growing list of featured talen 
son Maddocks, Doug Shuler, Quinton 
Jeff Menges, Pete Venters, Denni 
ickwitz, as well as Magic comics artist 


future that yanan, Alex Maleev, Dennis Calero 
the Antiqui- luta! 
pecial edition of Shawn Carnes’ See 
in each of the paintings in terms o 
‘ard game, and include tips on 
ombinations. 


costs three colorless mana to 
: time around we get to pieces provide players with summon, and it is 1/3. The 
take a look at the nd factoids and historical back- special ability of the Dragon 
ound about the creature, Engine, however, makes it an 
|, or artifact, that makes _ incredible creature—especial- 
hing seem more real _ ly if you have a lot of mana 
herent. Take a close you can use. For each color- 
less mana you pump into the 

va the 8 tory d ve and the - Engine, it gains +1/+0. For 
Magic: The Gathering example, if you pump eight 
d game 5 bein t § mana into it, it gains +4/+0. 
1 fac ain That might seem like a lot 

mana to have to spend 
n extra +1 but used 
er a : \ bination with other 
always, I’m_ Antiquities cards. Th ll of sudden, the 
how the story unfolas with c ak Engine becomes 


Hello again, planeswalkers! “flavor text.” These short 


respect to the game. So, Magic cards it a error. Mana Flare 

without further delay, on- ‘Mishra gained not 
ward to the Antiquities War! — respect of the Fallaji 
This issue’s opening se- ( igh’ ued the Dragon 


quences reveal what the card its an incredible war 
ial stones, now pos- broth we 
essed by each of the broth- 
; ~— are. Mishra pos- 
Weakstone: in 
gic He Weakstone is an 
ifact that makes all attack- 
atures lose -1/-0, with 


to fen ‘them crea 
trol other gore 


hen in moving the statue 
into Kroog, to win the hand 
of the Princess. The Avenger _ point of such dev. 
is a 4/4 artifact creature Urza and Mishra fin 
which can gain the special and more artifacts, they will 
ability of flying, first strike, incorporate them into their 
banding, or trampling at the respective armies. Clearly, a 
st of -1/-1 for each ability. major head-to-head conflict 
six colorless mana to is_ brewing. pare y 
It certainly is no purine for a ockin 
that the Avenger 
onsidered to have “Until next t 
ft have enough m na te 
If you ex ds = In turn, Mis isco your own. artifacts! 
closely, you — the Dragon when he _ I'd like to throw 
italicized tex “dream: ‘is in’ “Thank youl” 
game explanation Phyrexia. Th an Hungerford for filli 
the cards do. This i artifact crea | me last issue. 


Years after the fall of Tocasia's school, 
Urza and Mishra continue down 
their destructive paths. Now power- 
ful merchants, the brothers lock in a 
power struggle that plunges the city 
of Kroog into total chaos. Along the 
way, both brothers recruit appren- 
tices to aid them in their tasks. 
Tawnos makes a discovery that 
piques Urza's interest. Mishra, loathe 
to take on students, encounters a 
mysterious woman named Ashnod, 
0 controls a powerful magical 
stafi—and possibly, much more. 
Tawnos and Ashnod are both promi- 
nently featured in the Magic: The 
Gathering—Antiquities expansion 
Shawn 


On the peaks of Dominaria’s high- 
est mountains—the confrontation 
Magic fans have been waiting for! In 
an effort to rescue his lost love, the 
Shadow Mage journeys with the 
Planeswalker Kristina into the very 
heart of Corondor. What he finds is 
his darkest enemy—the hideously 
transformed Battlemage Ravidel. 

This issue's got it all: the return of 
liana, the Sages of Minorad, the 
fate of the D’Avenant Archer, and a 


The Sorcerer Queen Nailah 
launches her final gambit to bend 
Taysir to her will, and use his 
untold power to collapse the 
oes of Rabiah. Meanwhile, the 
inal aspect of Taysir lies hidden in 
a City in a Bottle, secreted away 
by the dark El Hajjaj. 

Taysir is forced to run a gauntlet 
and face a Guardian Beast to reach 
the bottle—but even then, the fight 
is not finished! A final confrontation 

its Nailah, El Hajjaj, and the surviv- 
md aspects of Taysir against each 
other, with the fate of Rabiah hang- 
ing in the balance. 
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games, | 
cards, and toys... 
collectors have trusted for over 25 


video 


non-sports 


The new 
comics, 


A BLAST FROM THE PAST. 


55 & 56: EARTH INVASION. X-0 VS. ALIENS. 
BY RON MARZ, BART SEARS, & ANDY SMITH. 


MANOWAR is TM & © 
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